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Safety Information 
About Photosensitive Seizures 

A very small percentage of people may experience a seizure when exposed to 
certain visual images, including flashing lights or patterns that may appear in 
video games. F.ven people who have no history of seizures or epilepsy may 
have an undiagnosed condition that can cause these "photosensitive epileptic 
seizures" while watching video games. 

These seizures may have a variety of symptoms including: lightheadedness, 
altered vision, eye or face twitching, jerking or shaking of arms or legs, disorien¬ 
tation, confusion, or momentary loss of awareness. Seizures may also cause loss 
of consciousness or convulsions that can lead to injury from falling down or 
striking nearby objects. 

Immediately stop playing and consult a doctor if you experience any of these 
symptoms. Parents should watch for or ask their children about the above 
symptoms - children and teenagers are more likely than adults to experience 
these seizures. 

The risk of photosensitive epileptic seizures may be reduced by sitting farther 
from the television screen, using a smaller television screen, playing in a well-lit 
room, and not playing when you are drowsy or fatigued. 

If you or any of your relatives have a history of seizures or epilepsy, consult a 
doctor before playing. 

Other Important Health and Safety Information The Xbox Instruction 
Manual contains important safety and health information that you should read 
and understand before using this software. 


Avoid Damage to Your T elevision 

Do not use with certain televisions. Some televisions, especially front- or 
rear-projection types, can be damaged if any video games, including Xbox 
games, are played on them. Static images presented during the normal course of 
game play may "burn in" to the screen, causing a permanent shadow of the 
static image to appear at all times, even when video games are not being played. 
Similar damage may occur from static images created when placing a video game 
on hold or pause. Consult your television owner's manual to determine if video 
games can be safely played safely on your set. If you are unable to find this 
information in the owner's manual, contact vour television dealer or the 
manufacturer to determine if video games can be played safely on your set. 

Unauthorized copying, reverse engineering, transmission, public performance, 
rental, pay for play, or circumvention of copy protection is striedy prohibited. 
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Detwig Strrteo 

Using the Xnox Video Game System 

1. Set up your Xbox™ video game system by following the instructions 
in the Xbox Instruction Manual. 

2. Press the ]x>wer button and the status indicator light will light up. 

3. Press the eject button and the disc tray will open. 

4. Place the Psi-Ops: The Mindgate Conspiracy™ disc on the disc tray 
with the label facing up and close the disc trav. 

5. Follow the on-screen instructions and refer to this manual for more 
information about playing Psi-Ops: The Mindgate Conspiracy. 


Disc tray 
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Controller port 1 Eject button -Controller port 4 

Controller port 2 Power button '-Controller port 3 

Avoiding Damage to Discs on the Disc Drive 

To avoid damage to discs or the disc drive: 

• Insert only Xbox-compatible discs into the disc drive. 

• Never use oddly shaped discs, such as star-sha]>ed or 
heartshaped discs. 

• Do not leave a disc in the Xbox console for extended periods 
when not in use. 

• Do not move the Xbox console while the power is on and a disc 
is inserted. 

• Do not apply labels, stickers, or other foreign objects to discs. 

Quitting a Game in progress 

During the game, press the O (START) button to display the 
Pause Menu. Press the D-pad ♦ or ♦ to select Quit Game, then 
press the © button. To confirm exiting the game, press the © 
button again to go to the Main Menu. 


SrmmnBUp 



Expansion slot A 


Expansion slot B 


Right trigger 


Left trigger 


Left thumbstick 

BACK button 
START button 



Directional pad Right thumbstick 


Y button 
X button 
B button 
A button 

Black button 
White button 


Menu/Sub-Menu Navigation 

Throughout this manual, *, ♦, ♦ and * will signify pressing Up, 
Down, Left and Right on the D-pad. To navigate through the 
game menus (i.e. Options), use the D-pad (♦, ♦ , «■ or 4 depend¬ 
ing on the menu) to highlight a selection. 

Saving Progress 
Save Checkpoint 

As you progress in the game, you’ll be prompted as you gain 
a Checkpoint. During the game, press the O (START) button 
to view the Pause Menu. 

You must manually save a checkpoint by using the Save 
Checkpoint option. This option will access and save to the 
hard disk. 
















































Psi-Ops: The nhnoEHTE Canspiaaca 


During the 20th Century, many governments around the world 
investigated the possibility of using paranormal abilities, such 
as Telekinesis and Clairvoyance, to aid in their espionage pro¬ 
grams. Before long, the largest Jiations were successful in estab¬ 
lishing PSI-Operations. But, in the last years of the millennium, 
and with the Cold War over, many of these operations lost 
funding and credibility. 


The American PSI program known as Project Mindgate came 
under intense scrutiny when an overzealous General over¬ 
stepped his bounds and used his men for unsanctioned actions. 
Congressional hearings followed as an outraged public lament¬ 
ed over tax dollars spent on "psychics and witch doctors." The 
government released false stories to hide the truth about the 
immense power of PSI, publicly shutting down Project 
Mindgate but quietly continuing a top-secret 



PSI agency. 

The General 
face a 


went underground rather than 
war crimes tribunal. Seeking 
power and revenge, he began recruiting 
disenfranchised PSI-Agents from all 
over the world. 

These abandoned, forgotten men and 
women were once revered amongst the 

( highest powers of world nations. 
L Banding together, they no longer saw 
the world in terms of nation against 
nation. 

^ Instead, it was Psychics versus 
' "Mundanes", those with PSI abilities want¬ 
ing control over the everyday common 
man. This military cabal began a secret 
war against the nations of the world, creat¬ 
ing a front organization called “The 
Movement” to hide their activities and build 
their army. 


Psi-Ops: The ntmooRTE Cohspirreh 

During a raid on a vital oil refinery guarded by UN 
anti-terrorist troops, a squad of UN soldiers is 
taken prisoner by the Movement. You will assume 
the role of one of these men, Nick Server. 

Nick finds himself locked away in a secret 
base deep within a former soviet missile silo 
where terrorists are performing unusual experi¬ 
ments on their prisoners. Soon a beautiful woman 
named Sara approaches his cell and helps him 
escape. She explains that she’s a double agent 
working for the US government and has infil¬ 
trated the terrorist organization. The two begin 
an adventure to uncover the Movement’s hid¬ 
den agenda and stop them at all costs. 

In order to plant an agent into the j 
Movement, Mindgate has masked Nick with i 
some facial reconstruction and usedi 
advanced brainwashing techniques to sup-^ 
press his real memories. This “memory i 
wipe” procedure will allow him to pass through the Movement’s 
powerful PSI detection equipment. Once inside, Sara helps 
Nick regain his memories and immense powers, revealing his 
past through vivid flashbacks, allowing him to complete his 
mission as a Mindgate agent. 

Nick and Sara infiltrate the Movement’s secret 
k bases and laboratories around the world. 

They discover that at the center of this 
Ik% secret PSI-war is a mystery even more sin- 
ister and strange: An ancient artifact known 
W as “The Monolith”. What is its purpose and 

[ why is it so important to the outcome of this 
most deadly of all spy games? Nick is deter¬ 
mined to find out as he fights against the 
General’s evil plan, confronts his past, and 
uncovers a mystery as old as time. 












Oefhult ConmoLS 



Mind Drain (MP) 
INTokinesis (PK) 


Mind Control (MC) 
Mode 
(Zoom In) 


Fire Weapon 

I 

Auto Lock-On 
w (Hold to Strafe) 


Inventory 


View (RV) 


Switch Weapons 
Sniper Mode (Zoom Out) 


Telekinesis (TK) 


Player Movement 

Press and Hold 
for Wall Move 


Crouch 


Jump/ 

Action 

Activate 


Melee Attack 


• Targeting and Camera 


• TK Object Move 

• Press and hold for Sniper Zoom 


Control Layouts 

Psi-Ops includes three controller presets to choose from. During 
the game, press the O (START) button to view the Fause Menu. 
Select C ontrol Layout , then press the D-pad in any direction to 
cycle the three configurations. Press the © button to accept the 
one you like, and return to the Pause Menu. 


ntamniEnu 

Start New Game 

Start your new I*si-Ops adventure. 

You’ll then select Easy , Normal, 

Hard or Elite. If you’re planning 
on playing the more difficult lev¬ 
els, try getting familiar with the 
controls in Training mode (below). 

You’ll need it! 

Load Game 

If you’ve saved a game to your hard 
disk, you can access it using this 
option. 

Highlight the saved game, then 
press the © button. You’ll then con¬ 
tinue vour game at vour last saved 
checkpoint. 

Options 

See Opti ons , next page. 

Special Features 

See the “With My Mind” music video by Cold, “The Making of 
Psi-Ops: The Mindgate Conspiracy” and trailers for three of 
Midway's upcoming games. 

Extra Content 

Psi-Ops: The Mindgate Conspiracy includes some hidden features 
that you can unlock. As you unlock the features, they’ll appear 
in this menu. By default, you’ll start off with: 

Training - You’ll go to the Practice Room to work on your 
fighting skills. Follow on-screen instructions to go through your 
training. 

Cooperative I > lay - Two players can play together using two 
separate controllers. Controller port 1 is used for controlling 
movement and aiming, while the controller in port 2 is used for 
controlling Psi Powers and weapons. 

























Oprions 


At the Options Menu, press the 
D-pad ♦ or 4 to highlight an 
option, then press the D-pad * 
or ♦ to adjust the setting. 

R un Mode 

Using the Free setting, Nick 
will always face the direction 

he is moving. Set to Strafe if ( i 

you want Nick to always face 

forward. 

Invert Cam U/D 

If you’re uncomfortable with the default camera’s Up and Down 
movements as you play, turn this setting to On, so the Up and 
Down camera movement will invert. The default setting is Off. 

Invert Cam L/R 

If you’re uncomfortable with the default camera’s Left and 
Right movements as you play, turn this setting to On, so the 
Left and Right camera movement will invert. The default set¬ 
ting is Off . 

Heads-Up D is pi ay (HUD) 

By default, the HUD will stay on screen as you play. You can 
turn it Off completely or set it to Auto, so it will come on 
intermittently. See, The HUD , pg. 11. 

Look Spring 

With the Look Spring setting On, you can look around, then 
when you move, your vision will spring in the direction you 
walk. With the setting Off, you’ll have to manually move vour 
sight at all times. 




Oprians 


VlRRATION 

Turn your controller’s vibration feature On or Off . 



Quick Tips 

Turn On Quick Tips, and you’ll occasionally see some strategic 
hints that will stop the action to guide you along. 

Hit Indicator 

The default setting is On. Turn them On or Off (see Hit 
Indic ators, pg. 11). 

Cam L/R Speed 

This meter determines the speed the camera moves when 
you’re looking Left or Right. 

Cam U/D Speed 

This meter determines the speed the camera moves when 
you’re looking Up or Down. 

FX Volume 

Increase or decrease the volume of the game’s Sound Effects. 

Ambient Volume 

You can increase or decrease the environmental sounds in the 
game. 











The HUD 



Health 

This red meter diminishes as you take on damage. When it’s 
empty, you’re done. 

PS I Meter 

You can’t just use your Psi Powers without a price to pay. 
You have only a certain amount of energy available for these 
powers. You can either find replenishment (see Pick Ups, pg. 
14), or you can Mind Drain your enemies to replenish your 
Psi Meter (see Mind Drain , pg. 17). 

Rounds 

This is the display of your weapon’s current ammunition. 

Current Weapon 

Your current weapon is displayed. Press the D-pad * to cycle 
your available weapons. 

Hit Indicators 

Hit Indicators appear on all sides of the screen while you’re in 
a gun battle. When you’re taking hits, they indicate the direc¬ 
tion the shots are coming from. 


InVEHTOHH 



During the game, press the O (BACK) button to view the 
Inventory Screen. It provides you with information about your 
Objectives and Inven tory of the items you’re carrying as well 
as a ittAr. 

Pull the <9 trigger or El trigger to cycle between each of the 
three Inventory windows. 

Objectives 

If you’ve forgotten exactly what your objectives are, this screen 
is a quick way to refresh your memory. 

Inventory 

As you pick up items such as Med Kits or a PSI Rejuvenator, 
it will be displayed along with the amount of each item you’re 
carrying. You can’t cany' everything you find. You will be 
prompted when you can carry no more of a particular item (see 
Pick- Ups, pg. 14). 

Map 

As you complete levels and move onto another area, you’ll be 
able to review the current area you’re exploring. Press the D- 
pad * or + to cycle through the maps. 













Weapons 

Nick can carry 2 weapons, a primary (Machine Gun, Shotgun, 
Assault Rifle, or Sniper Rifle) and a secondary (Pistol). 

Silenced Pistol 

The pistol is Nick’s secondary weapon and can never be 
dropped. It is most accurate at short range, and the silencer 
makes it an essential tool in maintaining stealth. 

Machine Gun 

The machine gun combines rapid fire, high 
ammo capacity and good accuracy when used at 
medium range, making it a very balanced weapon. 

Shotgun 

The shotgun is very powerful and extremely 
deadly at close range. However, this is balanced 
against its slow rate of fire and small ammo capacity. 

Assault Rifih 

The assault rifle has higher accuracy over 
longer ranges than the machine gun, does more dam¬ 
age, but has a slower rate of fire and holds less ammo. 

Sniper Rifle 

The sniper rifle’s ability to zoom in and 
out makes it the best long range weapon. 

It is very powerful, but it has a slow rate of fire and 
holds very little ammo. Accuracy varies, but it’s extremely pre¬ 
cise when firing from a crouched position. 

Notes: Firing in single shots/bursts (i.e. repeatedly tapping the 
O trigger) rather than firing automatic (i.e. holding down the 
O trigger) yields improved accuracy for the machine gun and 
assault rifle. 

Special Weapons 

They’re unavailable unless you MC enemies carrying this weapon. 
Flame Thrower 

A short range weapon that delivers heavy damage. 

Rocket L auncher 

The Rocket Launcher fires an explosive 
round that inflicts a large amount off 
splash damage on impact. 







Pick-Ups 


Keycards 

Kevcards are used to gain access to various rooms, 
doors, and elevators throughout the game. Red keys 
access elevators and blue keys open doors. 



Field Medical Kit 

Restores a moderate amount of Nick’s health 



Field Medical Pack w-** 

Restores a trace amount of Nick’s health 


PS I Rejuvenator 

Restores a moderate amount of Nick’s PSI power 



PSI Vial 

Restores a trace amount of Nick’s PSI power 



PSI-Elixir 

Restores a large amount of Nick’s PSI power 



Pistol Ammo 

Adds to your supply of Handgun Ammo 

Grenades 



Grenades can be tossed back at the enemy through 
Telekinesis (TK) and cause serious damage. You can 
also use them when you MC an enemy. Just press 
♦ on the D-pad. 


T& 
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Other Ammo 

Ammo for weapons is obtained by running over a 
dropped weapon. 










Psi Powers 

Telekinesis (TK) 

• Telekinesis is the ability to move objects with the mind. 

• TK encompasses a large variety of actions that expand into 
multiple gameplay elements when combined. 

These include: 

- Ability to pick up objects and people 

- Ability to throw objects and people 

- Ability to pick up objects and ]>eople and shoot them in the air 

- Ability to pickup and throw objects to create a distraction 
so you can sneak by guards 

• By standing on top of an object and TK’ing it up into the air, 
you can “TK Surf". TK surfing allows you to reach areas that 
you wouldn’t normally be able reach. You can avoid hazardous 
areas, such as electrified floors or large holes in the ground. 

• TK is pressure sensitive. The harder you pull 
the trigger, the higher the object rises. 

• PSI depletion rate: Normally Slow, but Fast 
when moving or throwing objects. 

Remote Viewing (RV) 

• Remote Viewing is the ability to see areas ahead/around you 
to plan your “attack" and/or get to information that you 
would not be able to get in physical form. 

• RV transitions into first person camera perspective, placing 
you “out of body" with the ability to explore areas closed or 
locked. Since you are out of body you will not be detected 
by any enemies and are free to look around as long as your 
strength holds. 

• A key use for RV is the ability see enemies in an area before 
you enter. You can plan your attack better with this method. 
Use RV before entering an unexplored room or simply to 
take a quick look around a corner. 

• If you’re attacked while in RV, the screen will flash red. You 
must return to your body quickly or you’re finished. 

• PSI depletion rate: Slow 

Note: You’re limited in the distance you can travel while in 
RV. Also, there are certain areas where RV won’t work. 




Psi Powers 



Mind Drain (MD) 

• Mind Drain is the ability to drain PSI energy from enemies. 

• You can sneak up l>ehind an enemy and activate a Mind Drain. 
The enemy is caught in vour grasp and energy crackles as 
vour PSI energy restores. The longer you hold the button, the 
more energy is drained, and your PSI meter increases. When 
you release the enemy, or when the enemy’s energy is depleted, 
he falls to the ground and dies. 

• Remember, using MD is more dangerous than using PSI 
power-ups. While trying to sneak up and use MD, you may 
be discovered by any other patrolling MP& and attacked during 
the Mind Drain. With its inherent dangers, this method is best 
used when you have no power-ups, or if you want to take 

a risk in order to save vour power-ups for more difficult 
parts of the mission. 


• You can also ]\ID a dead body, but the amount of energy 
available from a dead body is minimal. You cannot MD a 
headless body. 

• PSI depletion rate: None - Used to acquire PSI Strength 

Mind Control (MC) 

• Mind Control is the ability to force an enemy character to do 
something by taking control of their mind/body. This will 
allow you to force an enemy to leave the room, shoot a fellow 
enemy or walk off a building. 


• PSI depletion rate: Fast 














Psi Powers 


Pyrokinesis (PK) 

• Pyrokinesis is the ability to throw a wave/wall of fire. 

• PK only affects objects that are on the ground 

• Use PK in combination with TK to create deadly fireballs 
(set an object on fire using PK, then throw it at a large group 
of enemies using TK) 

• PSI depletion rate: Fast 



Aura View (AV) 

• Aura View allows you to see details that aren’t visible in the 
real world. It can be likened to infrared or “night vision”. 


• Once Aura View is activated, vour view will shift to a more 
surreal image, and you may see: 

- A brightly colored “Aura” around people - color will vary, 
depending on the enemy’s alert state. 

> Blue Aura - enemy is not alert to vour presence 

> Red Aura - enemy alerted 


- Remnants from the past - visual clues that may help you 
solve a mystery 

- Secret passages 

- Differences in similar objects 

- A dangerous presence 

• Listen carefully to subtle clues in direction to determine 
when AV might be useful. 

• PSI depletion rate: Medium 


Psi Chhrhcters 



NICK SO RTER - PSI-OPS Specialist 
AGE: 34 
HEIGHT: 6’ 

WEIGHT: 210 lb. 

rSI POWERS: 

Proficient in Telekinesis, Remote Viewing, Mind Drain, 

Mind Control, Pyrokinesis, and Aura Viewing. At times, he 
is struck by erratic glimpses of the future. 

BIO 

Lt. Nick Server is a seasoned combat veteran assigned 
to lead a strike team with the UN Anti-Terror Corps, 

Nick gets “planted” and captured in an operation 
against the terrorist organization known as “The 
Movement”. Once inside, Nick discovers he is actual¬ 
ly an agent for a secret government organization known as 
Mindgate. Trained in the use of his PSI abilities, Nick is a 
powerful weapon against worldwide terrorist threats that 
wield their own brand of PSI powers. But to successfully 
infiltrate the Movement, Nick also learns his memories 
and powers have been temporarily wiped to get him past 
the enemy's PSI prol>es. 

He must now escape his captors and battle against the 
l>owerful PSI agents of the Movement. He must discover his true past, as well 
as his link to the mysterious leader of the terrorists, the General. 

SARA BLAKE 

AGE: 27 
; HEIGHT: 5' 7" 

1 WEIGHT: 124 lb. 

PSI POWERS: 

The power of Telepathy. 

IO 

Sara Blake remembers very little alxmt her youth, growing up in 
state sponsored homes for young adults after the sudden death of 
her parents. She spent years in therapy for the vivid nightmares 
and voices in her head as a result of this psychological trauma. 
After a battery of clinical testing, a paranormal specialist work¬ 
ing for a government agency suggested she l>e tested for her PSI 
abilities. 

i Through this testing procedure, it was proven that Sara had 
k strong Telepathic powers. She was eventually recruited by 
Project Mindgate and began training as a PSI-Operative. 
After a short time, government funding for this program 
* began to fade and Sara became suspect of the group’s lead- 
j ership under General William Kreiger. When Project 
Mindgate was shut down, Sara went undergroiuid but kept 
a. close watch on the General and his plans. 

^ara Blake is a strong willed, independent woman that carries a lot of psycho- 
>ffical scars. She is also a highly skilled undercover operative that shares 
er secrets with no one. Sara has now infiltrated the Movement to gain > 
ecess to the General, but she also has plans of her own. 
















Psi Chhrhcters 


THE GENERAL - Leader of “The Movement” 

AGE: 52 
HEIGHT: 6’ 2" 

WEIGHT: 180 lb. 

PSI TOWERS: 

None we are aware of at this time. 

BIO 

A distinguished military record brought William Kreiger into 
the underground realm of government Black-Ops programs. 

Placed in charge of the government’s PSI program, code 
named Project Mindgate, he began to understand the true 
power of the human mind. However, the end of the Cold War 
also brought an end to Project Mindgate. 

Unwilling to lose the power of his position, Krieger overstepped 
his authority and used the agency to further his ambitions. 

Indicted for war crimes by his own country, he escaped trial and 
fled underground. 

Now, re-emerging as the General, he has become the enigmat¬ 
ic leader of a terrorist organization known as the Movement. 

Backed with a growing army led by a group of powerful rogue PSI-Agents from 
around the world, his goal is to retrieve and control the pieces of a mysterious 
ancient artifact. The General’s insane lust for domination leads him to l>elieve 
this artifact has the potential to bestow upon him the ultimate power of a god. 



JOV LEONOV - Master of Mind Control 
AGE: 52 
HEIGHT: 6' 1" 

WEIGHT: 175 lb. 

PSI SPECIALTY: 

Master of Mind Control, using others do his dirty work. 

BIO 

Jov Leonov, originally a native of Mongolia, was taken in^ 
by the Soviet government when an accident left him blind at 
an early age. It also left him with powerful Mind Control abil¬ 
ities. Raised and groomed to be the perfect Soviet spy, he 
soon became a deadly PSI operative. 

Following the end of the Cold War, Leonov became involved 
with the terrorist organization known as the Movement. 
Recruited for his expertise in Mind Control, the cold and cal¬ 
culating Leonov began development on a secret project 
known only as the Meat Puppet Program. 

Leonov is always flanked by one of his victims, using their 
eyes for his vision through Mind Control. He remains 
calm and controlled when his meticulous plans are oper¬ 
ating smoothly. However, he can become unstable and irrational when all does 
not go according to plan. 



Psi Chhrhcters 


EDGAR BARRETT — Master of Telekinesis 
AGE: 37 
HEIGHT: 6’ 8” 

WEIGHT: 385 lb. 

PSI POWER: 

Telekinesis, allowing him to move anything. 

BIO 

Edgar Barrett led a downtrodden life until the emergence of 
his I*SI abilities allowed him to attain money, power and sta¬ 
tus. His Telekinesis allowed him to climb the ranks of Project 
Mindgate, l>ecoming the number one operative. At that point, 
Barrett's lust for power pulled him into the General s conspir¬ 
acy and later into the madman's underground terrorist organ¬ 
ization. 

Barrett now secretly runs several high profile businesses as 
fronts for the Movement. He launders money, moves 
weapons, and uses his uifluence to allow the General to 
>perate in more than a dozen smaller nations across the 
globe. 



tis lust for power has fueled his l>elief in the idea of a "PSI elite." He foresees 
world in which the PSI elite will rule over a world of "Mundanes." It is for this 
:oal that he begins his quest to help the General attain an ancient power - a 
>wer that will allow them to rule the world. 


VEI LU - Master of Illusion 
VGE: 24 


HEIGHT: 5' 4" 
WEIGHT: 110 lb. 



PSI POWER: 

Illusion - The ability to create false visions and memories in 
the minds of others. 


BIO 

When her PSI powers were detected, Wei Lu 
* was taken from her family and raised to be a 
perfect Intelligence Agent by the Chinese gov¬ 
ernment. She became a one-woman killing machine 
that used her ability to implant false visions and beliefs into 
the minds of others as a means to carry out the will of the 
state. 


However, Wei Lu grew to l>e a young woman driven by intro¬ 
spection in a world where the line between reality and fan¬ 
tasy are easily blurred. She soon came to the attention of the 
Movement, and it was here that she found a place to 
explore these ideas. She gained access to the General's 
knowledge of PSI in exchange for her stunning power, 
which she uses to hide the operations of the Movement 
from prying eyes. 














Psi Chrrrctehs 


^^MARLENA 

JL /■* 


MAR LENA KESSLER - Master of Pvrokinesis 
f- AGE: 34 

HEIGHT: 5’ 7" 

WEIGHT: 125 lb. 


PSI POWER: 



Pvrokinesis, the ability to create and control 
flames, explosions and heat. 


BIO 

Marlena Kessler grew up in a divided Germany. When 
her powers manifested themselves during puberty 
she was quickly inducted into the Soviet I*si-Ops 
program. However, Marlena took the first oppor¬ 
tunity she could to flee to the west, leaving 
l>ehind her family and past. 

Marlena was later recruited into the Movement by 
Edgar Barrett. His rhetoric of a PSI elite appealed 
to her sense of justice. Now her righteous attitudes 
alxmt the Mundanes have led her to l>ecome a bitter 
and arrogant woman, driven by a desire for power. 


NICOLAS WRIGHTSON - Master of Remote Viewing 



AGE: 41 
HEIGHT: 5 11" 
WEIGHT: 111 lb. 


PSI POWER: 

Remote Viewing, the ability to send one s mind 
out-of-body and spy anywhere in the world. He 
also has the ability to Mind Control weak 
willed individuals. 


He has since withdrawn completely from the 
real world. For him, RV is an addiction that is 
so strong, he refuses to return to his true body. 

Few within the Movement truly understand 
how deranged Wrightson has become, and even 
fewer are aware of the location of his real body 
that grows ever more sickly and wretched in its hidden sanctuary, murmuring 
incoherently about strange things and entities. 


BIO 

Wrightson once worked alongside Nick at 
Mindgate where he put his Remote Viewing 
talents to good use. But as he began to 
longer and longer trips into the ether of RV, 
his sense of reality began to unravel. 


When Project Mindgate ended, Wrightson was 
seduced into joining the Movement. It was here 
that Wrightson became the General’s eyes 
ears across the globe, spying on the world 
through the ether of RV. 


Other Chrrrcters 


DR. KIMIKO JONES - Scientist 
AGE: 28 
HEIGHT: 5’ 6" 

WEIGHT: 115 

PSI POWER 
None. 

BIO 

Kimiko Ijecame a scientist in order to follow in the footsteps 
of her grandfather, who left a distinguished research career to 
delve into the secret world of the occult. She soon discovered 
that her grandfather was in fact researching ancient relics for 
the American government. Relics that were somehow linked 
to the world of PSI power. 

Her obsession with her grandfather’s past and her own 
esearch brought her to the attention of the General, who 
illowed her access to certain artifacts and knowledge that only 
he possessed. Making great strides in her research, Kimiko has 
linded herself to the General’s true purpose. She has only 
?cently begun to realize that the man who she once saw as 
l>enefactor may in fact be mankind's greatest threat. 



HE jSnNIONS - Meat Puppets 

he Movement uses brainwashed humans as their nameless, numl>erless minions, 
find controlled and unquestioning, these "super soldiers" overcome their ene¬ 
mies by shear number, force and terror. They can l>e programmed to be immune 
o pain, to lay down their lives without question, or to kill with no remorse. 



IP1 

lie most numerous, these Meat 
’uppets are made up of people 
hat have been quickly brain¬ 
washed. They are often "new recruits" who 
iave only recently l>een kidnapped and had the very 
lowest form of "programming" in the meat lockers. These 
soldiers use numbers and superior firepower to defeat their 
enemy. 


MP2 

These soldiers are a step aliove the common Meat Puppet. 
Longer re-programming time has allowed them to be more 
accurately programmed and controlled. They have higher 
bilities of reason and independent thought which make 
hem harder to outsmart and defeat. 

tP3 

he highest form of the Meat Puppet, these soldiers are 
: so the least numerous. Combining individual thought, 
c nning training and a lack of fear, these super soldiers 
r e deadly and efficient. They can also be quickly trained 
' a downloadable programs to perform a variety of 
t -ks, from simple demolitions to difficult piloting skills. 


here are three levels of Meat Puppet 
owerful, cunning and deadly. 


warriors, 


each one more 
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Visual & Presentation Director . . .Sal Divita 
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Art Manager.Greg Freres 

Technical Art Lead.Dave Pindara 
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Visit www.esrb.org 
for updated rating f 
information. 
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MIDWAY HOME ENTERTAINMENT INC. warrants to the original purchaser of this 
Midway Home Entertainment Inc. software product that the medium on which this 
computer program is recorded is free from defects in materials and workmanship 
for a period of ninety (90) days from the date of purchase. This Midway Home 
Entertainment Inc. software program is sold “as is." without express or implied 
warranty damages of any kind, and Midway Home Entertainment Inc. is not liable 
for any losses or damages of any kind resulting from the use of this program. 
Midway Home Entertainment Inc. agrees for a period of ninety (90) days to either 
repair or replace, at its option, free of charge, any Midway Home Entertainment 
Inc. software product, postage paid, with proof of purchase, at its Factory Service 
Center. 

This warranty is not applicable to normal wear and tear. This warranty shall not 
be applicable and shall be void if the defect in the Midway Home Entertainment 
Inc. software product has arisen through abuse, unreasonable use. mistreatment 
or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO 
DTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING 
DN OR OBLIGATE Midway Home Entertainment Inc. ANY IMPLIED WAR¬ 
RANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WAR¬ 
RANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, 
\RE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO 
VENT WILL MIDWAY HOME ENTERTAINMENT INC. BE LIABLE FOR ANY SPE¬ 
CIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POS¬ 
SESSION, USE OR MALFUNCTION OF THIS Midway Home Entertainment Inc. 
SOFTWARE PRODUCT. 

Some states do not allow limitations as to how long an implied warranty lasts 
and/or exclusions or limitations of incidental or consequential damages so the 
above limitations and/or exclusions of liability may not apply to you. This warran¬ 
ty gives you specific rights, and you may also have other rights which vary from 
state to state. 

Midway Home Entertainment inc. 

Attn: Tech/Customer Support 
PO Box 360839 
Milpitas, Ca 95036-0839 
www.midway.com 

Hints and Tips 

F* the hottest Ops art codes tor MMway fames, cal 1-800-448-HWT (4468). Automated tips art codas are avadahle 24 tars a day. 

7 days a week. The cost tor automated hilts is 81.50 per mnute. Live eperator support is avatade Monday through Friday tram 10 am 
o 8:30 pm Pacific lime. You must be 18 years of a* or older or have parental consent to cal this number. A toucbtone phone k 
sjured. Messages are srtject to Hm y without notice. 


Midway Customer Support 
(408) 473-9499 

10:00am - 6:30pm / Pacific Time 
Monday - Friday 
Email: support@nndway.com 
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